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WARNING: PLEASE CAREFULLY READ THE CONSUMER IN FORMA’ 
TIQN AND PRECAUTIONS BOOKLET INCLUDED WITH THIS PROD¬ 
UCT BEFORE USING YOUR NINTENDO* HARDWARE SYSTEM, GAME 
PAK OR ACCESSORY. 


This official seal 1 b yew assurance that Nintendo has reviewed this 
pmduct and that it has met our standards for excellence in workman¬ 
ship. tnimsmy and entertainment vaiue. Always 
hok hr this seal when buying games and acces¬ 
sories to ermim complete compatibility with your 
Nht&xh product- 

AH iMmiflndo products are Hesnsed by sate for use only wilh all il-i 
aulhonsed predicts beating tie Oir-cial Mnterwki Eteal af Dl; iliiy* 


Thank you for selecting the Donkey Kong Country 3- Dixie 
Kong's Double Trouble™ Game Pak for your Super NES*. 
Please react this instruction booklet thoroughly to ensure 
maxi mum enjoyment of your new game. Save this booklet 
for future reference, 
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M onths after their victory against King K Wool and his 
army of baddies, the Kongs were still celebrating. 

Soaking up the sun in their favorite glade on DK Island, 
Donkey hong and Diddy Kong often slung up hammocks, hit the 
music and spent the day chilling out with banana milkshakes. If she 
couldn't think of anything better to Jo, Dixie hong sometimes joined 
them 


This morning, though, Dixie was surprised to find Diddy "5 room 
deserted % and about so early? That wasn't like him. It was only 
as she turned to leave that she spotted the scribbled note on the 
table, %cne exploring the islands with DK, V it read "back torncr- 
row!" Dixie could remember at least three times that they'd 
already tried this plan. Hath time, they'd never made It further 
than the beach. That's where she first went looking for them. 

She realized well before she got to the heath that it was far too 
quiet for Donkey and Giddy to be ary where near. Surely they 
hadn't followed one of their hare-brained schemes aii the way 
through for once? The sun moved slowly across the sky and melted 
on the western horizon. Dixie hoped that her friends were having 
fun, wherever they were, as she settled into bed with a yawn. 


When morning came again, another 
brief swing through the branches con- 
firmed that Giddy was still off on his 
little expedition. Dixie found herself 
starting to worry She could otiiy 
imagine what kind of trouble 
Donkey Kong and Giddy Kong were 
into. As the day crawled on and 
the night fell on the jungle, nei¬ 
ther of the primates showed up, 
Again, Dixie could do nothing hut 
bead home to bed and hepe that 
they'd he hack by dawn. 

The next day came, hut neither Donkey nor 
Diddy returned. Dixie had tc find out what these lwo pri¬ 
mates were doing* She made her way to the southern part of DK 
Island and swam to the nearest mainland. 


When she get there, she happened upon Wrinkly Kong’s home. 
Wrinkly Kong told Dixie that the boys had passed by, but they hadn't 
said were they were going. She suggested that maybe the boys visit¬ 
ed funky Kong at his beach shop, As Dixie was leaving. Wrinkly asked 
if she'd look for the mysterious banana birds. The birds have been seen 
in the cave across from funky's Rentals, but no one seems to know 
how to get them cut, Dixie agreed and thanked Wrinkly for her help. 
She set out to see Funky at his shop. 

funky Kong was busy working on one of his inventions, and his shop 
was fuli of unusual items. He can find a use for anything that ho gets 
his hands on. funky told Dixie that the only visitor he's had all week 
was Kiddy Kong, funky pointed across the room to- the cuddly toddler 
who was chewing on an old spare tire, funky asked Dixie if she want- 
ed to take Kiddy with her. He's strong and can take good care of him¬ 
self Dixie agreed and the two were off before they left, funky told 
them tc keep their eyes peeled Tor some cool junk! He also tojd them 
to visit Tils friendly pals, the brothers bear, for help 


Once on their travels, Dixie and Kiddy discover a whole new collec¬ 
tion of Krernlings who seem to have a new Master named KAOS, 






First, you've gotta plug tfie cartridge iv\o your Super 
WtS, Then, turn tbe power on, Press START when 
you're ready for a great ad ventured 

SAVE SLOT 

When you start (he gam's, you’ll got to the slot in which to suvo your 
progress, You will thooso the type of game (IP GAME, 2P CON¬ 
TEST or 2P TEAM) and then you'll enter your name (up to five char¬ 
acters.]. Vol’II be able to copy and erase your saved games from this 
screen, too. If you're continuing a previously saved game, you'll he 
able to select the saved game on this screen. 



GAME PLAY MODE 


There are several ways you can play Donkey Kong Country 3- The 
traditional way to adventure is in one-player mode; however, you can 
experience two-player excitement with DKC3 tool 


IP GAME In this mode, you control both characters to see if you can 
finish all of the I Ova Is, 

2P CONTEST Taka turns with a friend to see vrho cart finish the 
most levels in the shortest time. 

2F TEAM Both players take turns. One player controls Dixie Kong, 
and the other controls Kiddy Kong. 
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Cue of il>e coolest features in the Kong s' video game 
adventures is tbe ability to save your progress, 

CtiecV out the follow mg information about bow to 
save your games, 

WRINKLY'S SAVE CAVE 

First, you'll have to make it to Wrinkly's Save Cave so that Wrinkly 
Kong can save your game. Wrinkly has a cave in each world! When 
Wrinkly Kong saves your game, you'll sec a summary of your 
progress on the screen. 


how Lane 

YOU V£ 
PLATED 


V QF SILVER 
BEAR COIRS 
CPUECTFP 


M OF ROMOS 
COIRS 
COLLECTED 



ITEMS 

COLLECT to " 


% OF SAME 
CJMPLL : b D 

if OF OK COIRS 
COLLECTED 


i¥ OF BANANA 

BIRDS 

COLLECTED 


*These items help you advance farther in the game or reach new 
locations in previous areas. You gel them from some of the bears 
arid level bosses. 




























During game play, the differ¬ 
ent counters appear when 
you collect an item. The foE- 
lowing things might appear 
on the screen. 


BANANA COUNTER 

This? keeps track of how many bananas you 
collect. Get 1QG for a frae lifel 


K-O-N-G LETTERS 

Collect the set to earn li free life. 





LIFE METER 

This appears when you got an extra-life 
balloon; or lose a life, to let you know 
how many lives you have remaining. 



BEAR COEN 

Collect these coins to pay for items in the 
bears' shops and also to pay for Swanky's 
games. 

See page 22 for more information en coins. 



TIMER 

In Ihe Bonus Levels, you will have a limited: 
amount of time to get the Bonus coins. 





teet) 


During your DKC3 adventure, you’ll have many terrains to 
explore. There are eight worlds to conquer, ranging from 
the depths of Lake Qrangatanga to the dizzying heights of 
the majestic K3. In each of the worlds, Wrinkly will help 
you save your game Also, in each area, the Kongs have 
the opportunity to visit the Brothers Boar. Each of them 
has a task or problem that yon can try to help them. 

Helping them out 


WORLD MAP 


AREA MAP 


means good news 
for you. To guide 
your progress across 
the maps, a Krem 
Flag will show you 
where to visit next. 

If you complete a 
level, you will raise 
the flag of your lead¬ 
ing Kong character, 
pink for Dixie, blue 
for Kiddy. If you 
find all of the bonus 
rooms, the flag will 
fly fully in the wind. 
If you manage to 
defeat the Koin 
baddy, a special 
gold pennant will 
also appear on the 
flag pole. 



























functions 


You've got a bunch of things you can do with your 
characters. With all of these different movements 
and attacks, you should study this section thor- t ,. ■' 
ougbly before you begin your adventure. 


L arid R Buttons 

■Spin Squiffer's web 
plAfhsrns 

<L Bi. I Kill. U At I n 

haw* Elite grab water 
■R Button: Vse to 

IliVi b 1 A ShOOl 

wafer 


; Y Button 

' -Tap to Roll ■ns Kiddy Koiifi 
’Tap to Helicopter Spin -SB. Pisifr tt-Oifig 
•Hbkl fa HeHftO-p'ISr Spin in thfi- air with Dixiti Kong 

•Fifth, hp haiTAl, r aSa^as- la throw 

■Flch lip '3-.1 re' with Squawk's relative, ri: case to throw 
■Fifth up harm wrtti El Ire. release to throw 
■Such barrel fawards El lie, release :o throw 
■Preas and 1 held to move tester 
■Execute Auii 11..1I 1ri*lt<36 r fibrnfl-Hl KlffrCk 

■EhfrOPtP Wplfrr v^EiiHjrvi’ l.intio wh*n Us lit down 
■Throw other character when teamed up 


+Control Pad ■.. 

UP 

■Iflu'/t c haracters up ropes '■. 
■F^ahe characters swim up Fesler ’ 
■Hold irp 1o throw barrel, or Ihrow 
Scam mate upwards whan releasing 
Y Button 


DOWN 

■Mrihe thar-nctem crouch 
■impinj th^rpef-prs meve 
down rones 
■Mufce c haracters swim 
down fastAp 

■If fielding a Barrel, prnxs down 
ami retea.se Y Button to put 
It (I .T.vr i 

UP AND DOWN 

■Toggle between h igh/iow throw 
ip birow boss q-mrie 
■Choon* between ODtid>i» in 
■Kang homily rooms and shops 
■Swerve Squitler's. shots when fired 

Iholh allaek^ n,int wAt. plitfprms) 

LEFT AND RIGHT 

■Move characters, Salt and right 
■Make character exit quickly 
bom rodm-t- 

■Flep AhJA thruster pp ■C'fihvl l|Atr^l 

UP, DOWN, LEFT AND 

right 

.Movp vAhkitis aipd characters around 

bnth sub and world maps 


msmMm 


SELECT STABT 


START' 

■P^tte* dirlil^ 


SELECT^ 

■Change chnracfers ■when you 
have both- 

■Switch beSween players. :n 
Two-Flayer Team made 


& Button ►* 

■Make characters jump 
■Press to Hire pfayenr trorii barrel 
■Throw vails in 3D seel ions 
[Swanky's Side Show]. 

■Press to enter levels er roams.. 
■Choose option in family roams 
apd eln>| 5 r& 

■□if-Ainhark from vehicles on 
main wortd map 

■Make Squawks flap his ■*'ji n-g^. lo 
gain height 


X Button 

■Jump oil animal 
blond 

■Honk hotn In wafer 
vehicles 


'A Button 

■Team up when you have both 

ch-drfrtHerti 

•Spht up <um whAii yOli »r« 
learned op 

■Spin Squiffer's web p : aHorm 
■While holding down on She ■rCOhlrbl 
Fad, use Chic's 1n.uk to gel water 
Irom Ihe luihes and walerF-n H 
’Tap (0 Fire Wafer shots- Irtflt F ' u 
o r hold down for repirJ fire 
■Throw baits in ID seefrons 

(Swanky's Side Show) 

■Chary a lip Enguanrte for lii-= 
special attach 

■D-iserabarh from vehicles on 
Ihe main world map 



























Dixie Mg is m xhe 
staTTmg role as she 
guests across tbe 
islattds iti search of 
her friends. She 
has terrific 
acfventuring 
abilities as she 
navigates tough 
terrain with her 
Helicopter Spin. 


Dixie Kong is a superb jumper. Using hd Helicopter 
Spin. Fill? can make unbeEievalbly long leaps to avoid 
a fastscles, Her Helicopter Spirt is also hardy for slow- 


her descent. 


DIXIE'S HELICOPTER SPIN 

Spirt ruing her ponytail to create a helicopter effect gives 
Dixie Kong an aJmost unfair advantage. By piessir,cj 
and holding the Y Button, she can virtually float Oil 
air as she fails. Her Helicopter Spin is also a force to 
he reckoned with on the ground 33 she whips her hair 
around to defeat enemies. 


THROW 

Dixie Kong losses barrels and kegs with her pony¬ 
tail! She holds the barrels above her head, giving 
her a slightly different throwing trajectory than 
Kiddy's. Press up on the +Control Pad while 
throwing to launch an item upward. 
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CLIMB 

Being a monkey, Dixie Kong can climb 
like crazy- Press and hold the V Button to 
climb faster. 


THROWING 

If Kiddy throws Dixie upwards, she 
can reach places that are out of the 
normal jump range. It Dixie throws 
Kiddy upwards, she can steer him fo 
drop down and smash fragile lieles. 

RQLUNG 

If Dixie throws Kiddy against a wall 
then jmtlps on him before he slops 
moving., she can ride him as if he 
were a steel barrel. 


SWIM 


Growing up on an island, Dixie Kong 
learned how to swim at a young age. She's 
as much at home In the water as she is in 
the trees. Tap the B Button to make Dixie 
Kong swim. Press and hold the Y Button 
while Swim riling to make her Swim tauter, 
Use the + Control Pad to guide Dixie Kong 
through underwater obstacles. 


RUN 


Press and hold the Y Button as you move the 
-t-Control Pad to make Dixie Kong run. 

Running Is helpful when you're trying to beat 
the clock in a bonus level. While running, Dixie 
Kong will automatically pick up items. 








KIDDY’S ADVANTAGES 

Kiddy's roll enables him to make jumps- that are longer than Hie 
average jumps, Also, notice that Kiddy carries the barrel out in 
front of him and that it acts like a shield as he runs into en&- 
rules. Kiddy can also skim across water by rolling from land 
and tapping Jump as he hits the water. This will help you tra¬ 
verse long water sections easily, without having to swim through 
all the baddies below. 


ROLL 

Kiddy's signature roil allaek lets him bowl 
over enemies, !f he rolls off the edge of a 
platform and then jumps, he'll jump far¬ 
ther than normal. 


Kiddy's a portly tod¬ 
dler wit!) lets of 
powet. We can 
reveal secret areas 
by breaking down 
doors and smashing 
tbe gtcimd. He's 
imicb like DcraVey 
and Ciddy Kong in 
tbfi way be seems 
to get tote trouble 
all tbe time. 
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THROW 


JUMP 

Jumping is a vital shill if you plan 
on finding Donkey Kong and Daddy 
Kong. You can jump on top of some 
enemies to attack them. 


RUN 

Hold down the Y Button as you move to 
make Kiddy run. Running makes tbe 
game faster and more exciting. While 
running, Kiddy Kong will automatically 
pick up items. 


Kiddy can pick up barrels and certain 
enemies (after stomping on themj, and 
then toss 'em tike yesterday's trash) 
Press up on the +Control Pad to launch 
an item upward. 


SWIM 


You might think that because Kiddy Kong 
is so big., he'd sink to the bottom ot the 
lake. That’s not true! In fact, Kiddy 
Kong is guife a good swimmer. Tap the B 
Button to make Kiddy swim. Press and 
hold the Y Button to make him swim 
faster, Lise the + Control Pad to guide 
Kiddy Kong through underwatei obstacles. 


CLIMB 


YeS, this young ape can climb like the 
rest of the Kongs, Press and hold the Y 
Button to make him climb faster. 




















Every one's getting in on the actl This time around, 
the Kong Family rnernhets offer their services for 
free, with the exception of SwanVy Kong (of courseH 
You'll find Kong Family members 
in every world. 

FUNKY'S RENTALS 

Ha has Opened up his own boat 
ft ii S Li I shop, which the Kpngs 
can. use for free. 


WRINKLY'S SAVE CAVE 

She Stays at home this, time, exercising, 
watching T.V. and playing video games! 
Stop by for a visit and she'll Save your 
game. 


CRANKY 

Your opponent in th» throwing game. 
Cranky has the chance to prove he’s 
Ho, t. 


His show’s on the road 
Play the throwing game 
top quality prizes. 





SQUAWKS THE PARROT 

He Can fly, but he's no lightweight! The egg- 
spitting Squawks returns from previous adven¬ 
tures to lift Dixie Kong and Kiddy Kong to 
higher ground! Squawks has relatives who can 
pick Up barrels with their claws and bomb the 
baddies below. 


If yOU caught Enguarde in a previous adventure, 
you know he's a keeper. Using his incredi¬ 
ble swimming ability and his sharp 
bill to knock out enemies, Enguarde 
is a great friend to have on your side! 


EILIE THE ELEPHANT 


This hefty young herbivore can use her trunk to 
up and shoot barrels at enemies. She can 
suck barrels toward her if they're out of 
to suck up water, 
the baddies. 



SQUITTER THE SPIDER 

He’s a blast from the past! Squitte? returns 
to shoot his webs, which can take out 
most baddies with ease. His web plat- 
forms create stepping stones across qaps that 
wouSd normally he impassable. 


PARRY THE PARALLEL BIRD 

This fellow is never too far away and helps 
yoy collect out-of-reach items. Once you 
release Parry, he will follow you from above, 
collecting items. 















Here are just a few of the TCrerrditigs and baddies that 
wUJ tty to stop you from finding Diddy and Donkey 



HOI 3 BLE 

Standard 
Krai'll litfig 
hartriy, n re n: 
pueihover. 


I KR3M1P 

I h* r p -tnT-ri-i *-| free 
snapper wh o 
gcas (i>r play¬ 
ers' heels. 


KRUMPLE 

A rent laugh guy 
among 1h« KraunJings 

i ion 'i take Iiini kcad 

on! □ilia Kir'i lj 
bounces 3H rfrur.inib 

ii she jumps tm hrin, 
K i!u v Kong Wi:lJ 
dateat hint wi-LIt A sin¬ 
gle hap nee on the 
Itaad, 


KOPTER 

PropAltar-aitata- 
• ii: i baddy that 
tan diva 
rrc ir tli e 
akifs In attach. 

You tan gain height 
by jumping re-pif^tudSy 
or: Kopter'i Im.irl. 



KLASP 

Exclusive rope 
ttaiMy who shim- 
mi:-r- towards th« 
payers. This- tough 
mAmhor oil II-a 
Ktasp family vrho'il 
ho run In nil yon I 
you stay on the 
iiii'ii rupH lor tab 
long. 


KIJCHUKA 

Cavtardly cFiar-iicter 
who hklav In hie 
■A^k barrotrthruwi 
Hp lug bi'Mi-ilni— 
very nasty! 


B A Z Lf K A 

H«’t jtri'pied with fl 

powerful launch nr 
Shat can tiru just 
about anything. It 
Baruka is Firing 
horizontal ly, you 
cun solely stand on 
thn harm! nl in>. 
gun. 


RE-KOIL 

tfis apmigy tail -can 
propel him towards . 
plyye^j ah speed— J 
bewar-a! Jl 






BRISTLES 

Tough InirJga- 
hag baddy 
with a roll 
attack.. 

Defeat this 
guy only Frmr, 
the front. 


SNEEK 

Simaky r a 1 
baddy who 
scarf* EHia 
if ah e ever 
w*a Itim- 


KOIN 

This datfnl- 
sivc baddy 
■will prelect 
the DK Cain 
at all costa 
The Steal 
Barrel iu the 
only thing 
that will 
(Mu| Kuin, 


NIBBLA 


Thia hungry Hrtl= is yotr friend— 
unlove yen flanl koaa hlsn constantly 


BUZ 7. 
Mi,.!ti-I.i,leiitad 
Flying baddy, 
wiioue tnin- 
saw prole--elf. 
his whole 
body Irorn 
attack. A rcc- 
e-atorafl Bun 
can nut he 
dataaletl. 


swoopv 


Sliarp- 

Li-raker I 
peril 
whtr tiirt gat 
stuck in the 
wood: i! he 
mis*S5 tho 
players. 


KtjCC 

q-tiiodui utawn-tiah 
that patrols ttic 
■rratars ob PK laSfuitl 


BOUNTY 
BASS 


Outlonous Fish 
that holds big 
bonuses if you 
gel it ttbftasa- 
to duicat 
bills, 













This section desttibes what's view iti the game. 


around the world and 
sub-worlds, Tiler* 
are thirteen 1 of these 
friendly characters, 
and each one of 
them offers- you seme- 
thing totally different. 


BROTHERS BEAR 


This time, in addition to 
being helped by the 
hongs and your animal 
buddies, you can call 
on (he services of the 
Brothers Bear, who 
live in cabins all 


ISA £ A A H 

The j no JriC-CjlC:' at Ih*- ■.■.l.-lnii 

ba* ‘liflrtV nwd> for sale, it a 
price! 

BARNACLE 

Thii guy runs- She- qlfl simp. 
He drcvfts a firm'd fcarimin, so 
li-fl- pm-dunl with ypur spend¬ 
ing. Spifltedhl-Ha it'H- wuilti 
t pvnuiriq 1 4il!l« a xtu fn: j 

fl*£***ilj, 

EfffljK 

He's big, ha's tjrul and Ne’s 
ejof An attilutte tc match. 
Kong* n-B^rar 
BLUNDER 

He tries tn ic sui-Ljjliu t)u( 


BANANA BIRDS 


gives s»cr«tB to Ihe ulnyers 
accidental ly. 

BLUE 

His rsfupe *ay» it nil; he's n 
very un hippy Imri. Cs;(i ^uu- 
cl»**f liiih up? 

BRIGADIER BAZOOKA 
Brigadier Ejj/epkB i i- ail P id' 
army veteran if Iftc fO*cvi«an 
war. 

BLI77AKQ 

He's trying to ss.iIa «.l 

BRAMBLE 

Em 11 Lie's the name, 

Ecrairy's (ha Swine. Th?s 
hear rust laves llcwc-rs- 


GEMNY AND B.IDHN 
Tlieue fwo ideal cal twins tan 
the shi lifts i>n (h« nioiu nJain. 
BARTER 

This cheeky hear fist ■■Imr- 
rowf." anii pvraps. ittirn as lm 
needs them. 

BAFFLE 

Raffle teves codes and 
spends day* *1 * time tryinm 
te decipher them. 

BOOMER 

Ha lt*l(is the Secret to the 
Last World, bill you h,i uh te 
find I'ini first. 



As you progress thro tig h the ejubeIj you 11 find 
Banana Birds. Once rescued, these mystical 
birds win fly to the Save Cave, where Wrinkly 
Kong looks after them. 



SWANKY'S SIDE SHOW 

This time, Swanky has got a great new side-show game. 
The game focuses on throwing. In the one-player gam*. 
Cranky finally gets a chance to show how good lie really is, 
as lie will be your opponent! 



~T~ 


FUNKY’S RENTALS 




MOTOR BOAT 


LEAVE 


VEHICLES Th* vehicles provide progres¬ 
sive access during the game; Funky cre¬ 
ates new ones for you to explore further 
the main map, where a previous 
vehicle would not make it. Well show 
you two of the veil ides. Can you 
find more? There's a rumor that 
Funky has a special vehicle 
for master players. 


more 
power 
against 
the 

currents. 


BOAT 


the game, this will 
characters have 
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8i Items 


BEAR COINS 

Use these coins to pi-ay 
Swanky's games and to pay for 
items in the Brothers Bear 
shops. Yog'll find these coins 
all over the continent, 


BONUS COINS 

You’ll earn Bongs Coins in all 
the Bonos Levels hidden 
throughout (he game. You can 
use Bonus Coins to pay off 
Boomer in return for his big 
secret: There are four types of 
Bonus Levels. In these levels 
players wilF need to collect a set 
amount of stars within the level, 
grab a Set amount of stars, which 
appear one at a time, defeat all 
the baddies on the level, or find 
the coin which is in the bonus, 
level. 


DK COIN 

You'll have to defeat a 
Kreriding named Koin to get 
this go-Frien treasure! You 
haven't realty finished a level 
until you've collected the DK 
Coin. 






















Thete are tous of feat rets throughout the 
comment. You can learu what tnost of them 
cfo by simply Jumping into them. 



AUTO-FIRE 

BARREL 

T'h-is ha nrel wr|i 
Automatically 
ln.ii n r.h yiiij |:i 
places vcn proba¬ 
bly couldn't rtfldi 
otherwise. 



TNT 
BARREL 
TNT Barrels. 
**plOdd when 
Ihey arc thrown. 
The Dairobioti 
from 1 hi5. harm? 
cun open hidden 
areas. 



BONUS 

BARREL 

Rfcbus Barrels 
launch you into 
Rpnos Levels wh-ert 
you juntp into 
Lli-unt, 



DK BARREL 

Hpt's where you’ll 
lin-rf yi>iu pfljrtrt*r iF 
y:i don't already 

hipi o-r her with 
you. It you already 
hjue tKjih characters, 
you won't hr- nhSn to 
brfrfik this B-arrel 
wh«n It Is; in et|d-.i r, 



INVINCJE^LETY 

BARREL 

'E'euh those barrets 
JO 0.1 in l+mipornrj,' 
rnvincihilily. 



TRACKER 

BARREL 

These barrel:'. Will 
*hgot you out and 
then Follow yoii to 
tins left aw riqht. 





BOOSTER 

BARREL 

Jump into one o! 
these barrels ami 
you'd be- laurae noil 
to higher yrour-d. 


STEEL 

BARREL 

YocTII lind these 
seallemd about 1 if- 
ist-umt. Picked up 
and 1hr.ji.vn, Ihny 
make good 
wwipout l-o bwtn 
enemies with. 
Thfcrie- Ihni-yt- *ns 
reusable, too! 


ENCAJRDE 

BARREL 


Suvimo into this, 
barrel and ynu'll! 
Idrr* idtb 
CnOLa do the 
4-wordtish. 


SQUAWKS 

BARREL 

To reach higher 
htaad, yGU'vfr gd 
to try this barrel. 
Ybd'll bvoome the 
nqrj-sni ttiii' 
Squawks. 


SQUfTTER 

BARREL 

Oh. wh-at tangled webs 
m* waa«e, If i'i>il 
enen u nter thi s barrel. 
ynw con tmcmiifi th# 
eiqkl-l egged Squiltcr. 


ELLIE 

BARREL 

11 ia 1$ how yny 
been me E.I ie. 
Simp y jlnrip ip 
and you'll be 
tr-aris-kirni-ed 


S:nr Ba-rclr. mark a 
ru'd way point in the 
iit.njf-. II ynu break 
one oF these barrels, 
you'll enntim. r- Front 
that point i? you lose 
* liltr Inter ilk Ili«r 
level. 


STAR BARREL 
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IMPORTANT: 

WARNING- Copying of any Nintendo fjamc is illegal and is, strictly 
prohibited by dotneslk and inteinational copyright laws. "Back-up” 

■Or “archiival'' copies ai-e not authorized and are not necessary to pro¬ 
tect your software. Violators will be prosecuted. 

This Nintendo game is not designed tor use with any unauthorized 
copying device. Use of- any site to device will invalidate your Nintendo 
product warranty. Nintendo (and/or any Nintendo licensee or distribu¬ 
tor) is not responsible for any damage or loss caused by ttoe use of 
any such device. If use of such device causes your game to slop 
operating, disconnect the device carefully to avoid damage and 
resume normal game play. If yOilr game ceases to operate and you 
have no device attached to it, please contact your local authorized 
Nintendo retailer. 

The contents of this notice do not interfere with your statutory tights. 
This manual and other printed matter accompanying this game are 
protected by domestic and international copyright laws. 

Tire rental of this game without permission of Nintendo or its 
licensees is strictly prohibited, 

For further information pr assistance, please contact; 

Nintendo Consumer Assistance Hotline 
1 -attG- 2 &S- 37 tlO (U-5. and Canada) 

Or your local authorized Nintendo retailor. 




OK n SO you’ve been through the manual. 
That's g nod--you know tho basics. But 
there's SO much more! EsactTy tho reason 
we’ve enlisted the pros at NIntendlo to pro¬ 
duce a lavishly comprehensive PLAYER'S 
GUIDE for Dice Oh, by the way, gutting 
all of those Bear Corns can rep Ely be 0 
bear. (Actuafly, it's a beor and a-haHr...we 
round down to keep it simple*! But it’s no 
troubEe at all if you’ve got the DKC 3 
Player’s Guide! 

Cal! 1.SGQ.255.370Q to cnrclor your copy! 
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WARRANTY AND SERVICE INFORMATION; 

& MONTH LIMITED WARRANTY 

(For Hardware, Gama Paks, & Acewtorilt) 

NInlands tit Ann'r-t fi In-c f^N-intendu'') wjurants Id tl-e original fiircfiasei th*( Mir induct 
(hardware-, game pari* add nncAssorles.) shall Ej* rree IrCm deFiHrlY in mat*rial and- workmaii- 
abip far m p«rHrM »F threw {9) months Ira in ihc dale of purahaso. tl * dofaot cui urt-n by I lij> 
warraniy occurs, during tl i-s. tbr&a iii-jnlh warranty period". Nintend® uriiS repair or replant 
th* Selective pred-uct or cornponenl gart, at il* option, i.-co of ctiavgri. 

ADDITIONAL J-MONTK LIMITED WARRANTY (Hardware only) 

NI■■ l.-i mI,. ■.vatrjtnla ti> tins ■yriginu.l purchaser Shat iht hardware product shn I he *ton lion* 
defects in material and warkmanshep fo- an .?dd!t! i>|i>vl itnee (Jj iric.inl.ir; heyo-nd Ih-c original 3> 
hVQittb imrr&iity p^rio-iF dei-criberi iihevs- If a Acted covered hy nil* warranty ij-ceui-9 tl ■ -i■■ •{ 
this additional S-month wnrtnflty P^ripij, Nintendo mrill repair the defective hardware product 
or component tree of change. The oriqm,tt purctiasRi in- r-ntltlnd to fllii) ddditiOfint 5-indnlh lim¬ 
ited rapaiir wawanly ■n-nly •! the CoriBinrlifcr Praof of Pure hitse -Card (attached to tii a hardware 
l.'rH.r:fcMLrrM when --.old) is returned piompiry aftoi the date oil pur-iMi-t L: Nintendo !j,y Ihr 
original purehastr or the oricjinll y u rGii btct's retailer. 

WARRANTY SERVICE OR RIP AIR/SERVICE AFTER EXPIRATION OF WARRAN¬ 
TY Yeti may nM Cdly fcrmplp instructions to correct any prabbrn with your 
product. Cal' the Consumer Assistance Hotline at 'i-ttUU-SSS-^lTDa Milter than ji.diuy h; your 
retailer. Hnuw ol operation ai-h ii a.m. to 9 p.m , Radik Tine, Monday Saturday, and n a.in, 
to T n,m,i Pacific Time, on Sundays, (times euUJact to e li ,u><| ul If the problem G-finnot be 
solund ovnr the tetephorte,, yOirwil be referred la the nearest MINTENbQ AUfHOKIZED 
REPAIR CEN I ER rr ar you will be olterad *k|itei- • l.n.'i-y *OrYitO Itiraunh Nintendo. In some 

iriftliMCio, it .. lie .lecrsr.ary for sou to ship the complete owuluct, FREIGHT PREPAID 

A hr ij INSURED ! O I i LOSS OK DAMAGE. to [lie I: H. I'. 1 '-^rvi££ locution 

WARRANTY LIMITATIONS 

THIS WARRANTY SHAH NOT APPLY IF THIS PRODUCT, (at i£ uSbb WITH FKOCI- 
LfCTS NOT SOLD OR LlCiNSEO EY N INTI- N DC (INCH UP IRC, PUT NOT LIMITED TO, 
NOW-LICENSED ClflWF ENHANCEMENT DEVICES. ADAPTERS. AND POWER SUFFLY 
DEVICES!; fb) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS 
MODIFIED OR TAMPERED WITH; (c) IS DAMAGED EY NEGLtfiENCE, flcqSEIFNT. UNREA¬ 
SON ABLE USE.. OR KY OTHER CAU&F5 UNRELATED TO DETECTIVE hiATCRIALS Ok 
WORHiTARSHIP: OR (d) HAS WAD THE SLRIAL HUniEtER ALTERED OEFACFD OP 
REMOVED. 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MER¬ 
CHANTABILITY A NO FITNFSS FOR A PARTICULAR PURPOSE, AJtfc H L- KEK Y LI P,'-1 TED 
IN DURATION TO THE WARRANTY PERIODS DE !H CLRI RED AROVS Q MONTHS OR S 
tlOHTHS.. AS APPLTCAE1I E5. IN NO EVENT SHALL NINTENDO BE LIAOLE EDU CDPiSE■ 
QUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BRFACH OF ANY 
IMPLIED OR EX PRESS WARRANTIES, SOME STATES DO NOT ALLOW LIMITATIONS D N 
HOW LONG AN IMPLIED WARRANTY LASTS OR FX0LU5ION OF CONSEQUENTIAL OR 
JHCIDEVTAL DAM A GFS, SO THE ABOVE LIMITATIONS NAY NOT APPLY TO YOU 

Thii warranty gives yee spaclhc Ingal rights. ,mii y(s|i inny -nl-b-rj other rights wliich vary 
Irani ■stale :o state. Nintendo':; address is ns s«t forth on Hm back tCurer OF this manual. 

1 'KIr vt.\rrM -iljf is Yfllid Only ii> lln: United States. 








NEED HELP WITH INSTALLATION, MAINTENANCE 

OR SERVICE? CALL t m> 255 3700 

» 



i *' 

IjilMMlTIM* 


Nintendo or America Inc. 

RG.'Box 957; ftedmondj WA 98073-0957 J.S.A. priwteo imu sa 


